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Charles Whitman (1941~1966)
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The 2010 average gamer spends 8 hours a week playing video games

168 Hours/Week







The Industry

According to data compiled by the NPD
Group, a global market research
company, and released by the
Entertainment Software Association,
the computer and video game industry

e+

sold 273 million units in 2009 leading
to an astounding

$105 | -

Computer Game Video Game

billion in revenue ks ks

Billions of Dollars
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Interaction Design




Indirect Control
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Text Rain

Camille Utterback and Romy Achituv
1999







Synthetic Performance
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THE FIRST INTERACTIVE HORROR FILM IN CINEMAS

THE OBJECTIVE

To terrify the viewers like never before.

THE SOLUTION

The first-ever interactive horror film in cinemas.

HOW IT WORKS

Using mabile phone-based voice recognition and specially developed software,
viewers can carry out a real conversation with the main character for the first
time ever, and help her escape the asylum,
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and the audience helps her

A leaflet instructs the cinema
zludience to text ...

their mahila numbars toa
designzted phone numbar.

Spacizlly developed softwara
selects one of these numbers
&t randonm

On the screen, awoman (s
eing chased by a murdersr,
Sha calls the chosen numbar ..

devise a plan to escape.
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Gamification
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Overshare

10+ checkins in 12 hours! Next up:
tweeting that you unlocked this
Overshare badge?
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What makes Play to change?




What's Next?







